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Room of Doom 


ESCAPE! Your mind throbs . . , trapped in the 
Room of Doom, with fiendish gunmen trying to 
annihilate you. Shots come from secret port 
holes that mysteriously open and close. Watch 
out! the gunmen have unleashed a hydra-head¬ 
ed monster; it relentlessly pursues you. Don’t 
panic! Your marksmanship can stun it, but only 
for a moment. Should you remain in the Room 
of Doom too long, the monster becomes invub 
nerable to your bullets. 

Dodge the gunmen’s firepower; shoot them in 
return when the secret portholes open, and then 
escape! ... but where? The next Room of Doom 
awaits. An even more diabofocaf chamber with 
rapid-fire gunmen and devious monsters trying 
to destroy you. 

Can you survive through the full gauntlet of 
rooms and escape unscathed? Only you can 
test your skill In this latest video challenge from 
CommaVid. 


GETTING STARTED 


* Turn off your game console, 

* Insert the Room of Doom cartridge. 

■ Make sure the left joystick controller is firmly con¬ 
nected to the console (this is the only controller used). 

* Turn on game console, 

* Select the starting room by setting the consote difficul¬ 
ty switches, (Note: On Sears Tele-Game™, the difficulty 
switches are calied skill switches. The “a” position is 
called expert, and the "b” position is called novice.) 
Room J; Set both difficulty switches to “b’*. 

Room 3: Set left difficulty switch to * £ b M and right dif¬ 
ficulty switch to “a”. 

Room 5: Set left difficulty switch to l 6 a” and right dif¬ 
ficulty switch to “b". 

Room 7: Set both difficulty switches to “a’\ 

* Press game reset to display the game number. 

* Select one of the 64 game variations by repeatedly 
pressing the game select switch. The' game number 
will appear at the upper left corner of your TV screen. 
Refer to the game features chart to see which game 
variations use which game features. 

* Hold the joystick with the red button at the upper left. 

■ Start the game by pressing the game reset switch. 










GAME PLAY 


You are the player Enside a Room of Doom. Move your 
player in any direction—horizontally, vertically, or 
diagonally, by moving your joystick in the desired direc¬ 
tion, You can fire one bullet at a time by pressing the but¬ 
ton on the joystick controller. 

Surrounding each Room of Doom are gunmen concealed 
behind doorways. Slowly, their doors open and close. You 
must fire through the open doors to eliminate the gun¬ 
men, scoring 75 points for each one you hit But be 
careful: when the doors are opened all the way, the 
gunmen fire at you, and a hit spells Doom, 

Each Room of Doom has a monster who pursues you 
relentlessly. You can shoot him as well, scoring 50 points 
for each hit. This gives you only a few seconds' relief, for 
the monster is soon after you again., Many rooms also 
have deadly objects scattered through them. Even the 
slightest contact with either the monster or these objects 
again spells Doom. 

You begin with a reserve force of three players, shown at 
the top of the screen. Each time you eliminate all the 
gunmen in a room, you will move to the next room and 
earn another player, up to a maximum of six. But there is 
a time limit in each room. When the timer at the upper 
right of the screen counts down to 0, the monster 
becomes invulnerable to your bullets. 


Each Doom costs you one of your players. When you run 
out of players, the game is over. 

A hidden feature of the game allows you to continue play 
(with three new players and a score reset to 0) from where 
you met your final Doom . See if you can discover it (you 
don't need to put in another quarter!) 
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Room of Doom contains 64 different game variations, as well as four dif¬ 
ferent starting rooms, for an endless variety of challenges, Examine the 
game features chart to determine which features are in which game. Here 
are descriptions of the variable game features; 


Doors: Ordinarily, the gunmen's doors periodically open and close, and 
they only fire when their doors are fully open. In the open door variation, 

however, their doors are always open. The player can shoot the gunmen 
without waiting for the doors to open, but the gunmen are liable to fire 
without warning, at any time. 
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GAME FEATURES CHART: 


GAME NO, 

FEATURE: 

1 

IT 

33 

49 

2 

IS 

34 

30 

3 

19 

35 

51 

4 

20 

35 

52 

5 

21 

37 

53 

6 

12 

35 

54 

1 

| 23 
39 
55 

5 

24 

40 

56 

9 

25 

41 

57 

10 

25 

42 

55 

11 

27 

43 

59 

12 

23 

44 

60 

13 

29 

45 

61 

14 

30 

46 

62 

15 

31 

47 

63 

15 

32 

46 

54 
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* Games 1 16 allow the player to fire when standing still and to fire a new bullet at any 
time. 

* Games 17 32: The player can only frre a new builel after his previous bullet has hil 
something. 

* Games 33-49: The player can only fire when moving, 

* Games 49^64: For the utmost challenge, the player can only fire a new bullet after his 
previous bullet has hit something $nd can only fire when moving. 


Room of Doom contains 64 different game variations, as well as four dif¬ 
ferent starting rooms, for an endless variety of challenges. Examine the 
game features chart to determine which features are in which game. Here 
are descriptions of the variable game features: 



* Doors: Ordinarily, the gunmen's doors periodically open and close, and 
they only fire when their doors are fully open, In the open door variation, 
however, their doors are always open. The player can shoot the gunmen 
without waiting for the doors to open, but the gunmen are liable to fire 
without warning, at any time. 

* D/agonal fife: The player can always fire diagonally as well as horizontal¬ 
ly and vertically. Ordinarily, the gunmen fire only horizontally and vertical¬ 
ly, but in the diagonal fire games, they can shoot diagonally as well, 

* Speed: In the high speed games, everything happens twice as fast as in 
normal speed games, 

* Guided bullets: Ordinarily, your bullets travel only in straight lines. In 
these variations, you can guide your bullet by moving the Joystick in the 
direction you want the bullet to go. As long as the fire button remains 
pushed, your player will remain stationary and only the bullet will move. 

* Stationary fire: Ordinarily, the player can fire when standing still, with his 
bullet going in whatever direction he is facing. In variations without sta¬ 
tionary fire, he' can only fire while moving, for arcade-like action. 

* Ftepesf fire: Ordinarily, the player can fire another bullet at any time, 
causing any previous bullet to vanish. In these variations, however, you 
Can only fire again after your previous bullet has hit something. 

* Starting room: You can start your player In room 1, 3,5, or 7 by setting the 
left and right difficulty switches. 









































































CommaVid is a different Kind of game company, formed by a 
group of professionals from computing and the physical 
sciences. We believe that our experience outside the consumer 
electronic marKel will aid us in developing interesting products 
for our customers. New electronic products are like pres¬ 
ents— sometimes it's nice to get what you want and other times 
a surprise is welcome. By combining our own ideas, and reac- 
tions of our customers, we hope to create some pleasantly sur¬ 
prising new products. To help us do this we would like both your 
reactions to this game and any suggestions you would care to 
pass along for new games or other new computer based con¬ 
sumer products. We wil l read every thing you send to the address 
below and answer as often as we can, Unless you request other¬ 
wise, we will include you in our list for mailings of advance Infor¬ 
mation about our new releases, 


The next time you are shopping for fun and games, remember to 
look for CommaVid. 
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maV 


ID INC 


OM 

Box 3300 

Fox Valley Center 

Aurora, Illinois 60505 


For fast response to requests for 
cartridge repair, write to: 
CommaVid Service Center 
Box 3326 
Fox Valley Center 
Aurora, Illinois 6QS05 


TeJe-Game Is a trademark Ot Stars Roebuck at*d Co. 

ATARI“ and Video Compuler Sy&5em ate trado-maiHa ol ATARI. INC 






CommaVid Inc. 

VIDEO GAME CARTRIDGE 
90 Day Limited Warranty 

CommaVid Inc. warrants to the original consumer 
purchaser of this CommaVid video game cartridge 
that it is free from defects in material or workman¬ 
ship for a period of ninety days from the dale of 
purchase. CommaVid Inc. agrees to. at its option, 
either repair or replace, free of charge, any game 
cartridge discovered to be defective during the 
warranty period, to obtain this remedy, the car¬ 
tridge must be returned (postage paid and insured) 
with proof of purchase date to: 

CommaVid Service Center 
00 k 3326 Fox Valley Center 
Aurora, Illinois 60505 

This warranty is not applicable to normal wear and 
tear and shall be void »f the defect in the game car¬ 
tridge has arisen through abuse, mistreatment, 
unreasonable use, or attempted alteration. 

Any applicable implied warranties, including war¬ 
ranties of merchantability and fitness, are hereby 
limited to ninety days from the date of purchase, 
In no event will CommaVid Inc, be liable for any 
special, incidental, or consequential damage 
resulting from possession, use or malfunction of 
this game cartridge. This warranty is in lieu Of all 
other express warranlies and no other representa¬ 
tions or claims shall be binding on or oblige 
C ommaVid Inc. 

Some states do not allow limitations on how long 
implied warranties last and do not allow exclusion 
of incidental or consequential damages, so the 
above limitations and exclusions may not apply to 
you. This warranty gives you specific legal rights- 
You may have other rights which vary from state 
to state. 


